[5e] Rogue Archetype: Pirate 


A player in my campaign is playing a rogue who had been a pirate and feels (with justification) 
hat none of the PHB rogue archetypes really fit his character. | decided to create a pirate 
archetype for him (he's level 2, so this hasn't been implemented yet). I'd love 
houghts/advice/input/constructive criticism, especially for the Dirty Fighting, Look Over There, 
land Advantage in Numbers features, because I'm not sure if they are powered correctly (over or 
under). Also to give proper credit, Dirty Fighting and Sailor's Tongue were inspired by the Dragon 
Age tabletop RPG. 


Rogue Archetype: Pirate (version 2.0) 


Many rogues ply their trade at sea, where roiling waters and the cramped quarters of sailing 
ships provide ample opportunities for the underhanded. Pirates make due with whatever 
advantages they have and exploit every opportunity offered. Most pirates operate as the 
highwaymen of the sea, but unlike their landlubber kin, they prefer to avoid direct combat and 
usually obtain their ill-gotten goods without spilling too much blood. 


Dirty Fighting 


Starting at 3rd level, you have learned to exploit your enemies’ sense of fair play and hit them 
below the belt. When you hit an enemy with a melee sneak attack, you can choose to forgo half 
our sneak attack dice (rounded down) and force your opponent to succeed on a Constitution 
saving throw (DC 8 + twice your proficiency bonus) or become stunned until after its next turn. 


Sailor's Tongue 


When you choose this archetype at 3rd level, you lose the last vestiges of politesse from your 
upbringing and your ability to shock, stun, and profane is nearly unparalleled. Any single target of 
your choice must succeed on a Wisdom saving throw (DC 8 + your Charisma modifier + your 
proficiency bonus) or become so offended that it must choose between either attacking you or 
storming away from the scene. You are so obscene in word and gesture that the target does not 
need to share a language with or be able to hear you in order to be affected. Creatures with an 
Intelligence of 4 or less are immune to this ability. 


Alin ain 


Look Over There 


At 9th level, you are expert at distracting your enemies at critical moments. As a reaction, you 
ican force an enemy adjacent to you to roll with disadvantage when it makes a saving throw, 
ability check, or ranged attack. 


That Doesn't Belong to You 


By 13th level, you have learned enough about the workings of magic that you can improvise the 
use of items even when they are not intended for you. You ignore all class, race, and level 
requirements on the use of magic items. 


Advantage in Numbers 


When you reach 17th level, you become an expert in exploiting numerical superiority. Any attacks 
made by allies against an enemy adjacent to you are made with advantage. 


